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That one piece of advice?
From the aunties:
Lubi Thomas & truna aka j.turner
We run game on in Brisbane
• The program runs every 
month during semester 
time
• Guest presenters have 
included major game 
industry figures
• Established a workshop 
series to show off the 
different aspects of the 
game making process
• We also do parties and 
events ..
• AND famously we like to 
make you suffer ….
Move your workspace
Sit in a crowded dark space
Put yourself under pressure
Eat fast food
Play with your food
Grab what sleep you can
Where you can
Stay focussed
Design under pressure
Watch the clock!
2010 Keywords and an overview of the 48hr
WIN fabulous prizes
And make some fabulous games
All this for jelly beans and a 
mug?
Why?
“Its like photographing a war zone” – 48hr photographer
Madness? 
• 2007 – 4 teams
• 2008 – 12 teams (+ 2 
online)
• 2009 – started the 
pro league – 16 Indie 
teams, 3 pro teams
• 2010 – 17 indie 
teams, 3 pro teams
• (we took away the 
sleeping space to fit 
another team in)
It’s about passion
• Shades of madness 
• Creativity
• Passion
• There is something 
very important to 
observe about an 
industry that engages 
in these intense 
weekends
Finding judges can be a problem
Success Stories
• The Voxel Agents
• The Story of the Voxel Agents
• Matt Clark, Tom Killen and I, 
Simon Joslin, started the The
Voxel Agents in early 2009. We 
are friends from university and 
we always wanted to start a 
studio, but we felt it would be 
wise to gain experience first. Matt 
cut his teeth on code at Pandemic 
Studios, Tom at Hoodlum Active, 
and myself as a game designer at 
Halfbrick Studios. We finally 
reformed after winning the 48 
Hour Game Making 
Competition (as SIF90) for the 
second year running. It was time 
to go full-time indie! [Gamasutra]
Success Stories
• Black Wolf
• Indie overall winner 
2009
• UoW supported 
Andrew and the team 
as an indie and helped 
them find funding 
from local companies
• Set up Convict 
Interactive
• Currently making 
Planetarians
http://www.youtube.com/user/ConvictInteractive
Success Stories
• “Undoubtedly, the 48 Hour Game Competition 
has played a vital role in preparing our studio 
team for the real work environment. Start-up 
studios like ours are PERMANENTLY under the 
crunch, time is always our enemy. This 
competition served as our training pool where we 
learned to work stronger under pressure without 
weakening our final products.
This competition has been fundamental in 
gaining essential connections with other 
developers and is a great place to share ideas 
and strategies.
Rather than relying on talk, the competition 
draws on the real power of action and artistic 
creation. At its base level, the event could be 
viewed both as a networking tool and a test for 
putting developer's skills and work ethic on 
display.
With the studio now in full swing, we have used 
this event to collate a strong lists of 
programmers, designers and artists for various 
project work.
• For anyone considering going indie, I couldn't 
recommend the 48 Hour Game Competition any 
higher!
Alex Anguix
Company Director / Founder
Blackshoe Studios Pty Ltd “
http://www.blackshoestudios.com/
The pressure
• “we always wanted to 
start a studio, but we 
felt it would be wise to 
gain experience first. “
• Simon Joslin - Gamasutra
The skills?
• The games industry in 
particular is a fast-growth 
industry in which Australian 
opportunities are shaped by 
large international 
enterprises. This growth is 
dependent on sustaining a 
pool of highly skilled workers. 
Technical creative and 
business skills have been in 
high demand over the last 
decade. However, a serious 
shortage of skilled employees 
is a major factor contributing 
to the almost $2 billion trade 
deficit in Australia’s digital 
content industry. (Greg 
Hearn)
Is it just skills gap?
• There is a generally a 
gap between the 
qualifications aspiring 
creatives receive, and 
the industry-ready 
skills that employers 
require.
• Receive?
• Industry ready??
• Skilled pools??
• Workers??
NO
• Creative Industries 
Skills Council:
– Creative NIMBLE small 
teams
– Cross media skills
– Flexibility
– Agility
• Responsibility
– Applying aspects of the 
creative entrepreneurial 
model is problematic
And there’s more ..
• An indie studio is NOT 
actually an outcome
• BUT Some other really 
important things are
• Creating a creative 
COMMUNITY
• “This is a real problem 
for creative 
communities; 
connections are key -
they're the source of idea 
sparks and innovation”
(Richard Florida)
Its about community
The king is dead ??
• The monolithic 
Hollywood model is 
not viable 
• We need to scaffold 
the next gen of game 
designers
• Foster the passion
• Provide opportunity 
• CHANGE the model –
not just dress it in 
new clothes
Destroy the silos
• ''This false divide between 
the arts and science, 
between the arts and 
industry, between the arts 
and the economy: we've 
actually got to put that to 
bed … Our ambition should 
be to create and to foster a 
creative, imaginative 
Australia, because so much 
of the economy of the 21st 
century is going to require 
that central faculty.'' 
(Kevin Rudd)
An Aussie style?
• NOT Aussie content BUT 
Aussie content creators
• Helping Australians make 
games
• Understanding an Aussie 
style
• “A uniquely Australian game might 
emerge from a top-down, prescriptive 
approach to development, but it’s just 
as likely to grow out of prototyping, 
experimentation, and the expressive 
interests of a group of individuals 
following their own interests. By 
taking that latter route though, we 
have the added bonus of the 
interesting and engaging projects 
that’ll emerge along the way, that will 
find an audience, and which will add 
their own unique perspectives to what 
defines the Australian culture. “ (Paul 
Callaghan)
Thank you
watch us this year 
• 48hrgamecomp.com
• igdabrisbane.org
• truna@acid.net.au
• lubi.thomas@qut.edu.au
It is also about the kitchen
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